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(54) Title: A GAMING MACHINE 




(57) Abstract: A gaming machine includes a gaming 
console. A first video display unit on which a video 
simulation of a first game is displayed is housed in 
the console. A second video display unit on which 
a video simulation of a second game is displayed is 
also housed in the console, the second video display 
unit being vertically disposed with respect to the first 
video display unit. A player input means and a control 
means are arranged in the console for controlling images 
displayed on the first video display unit and the second 
video display unit. The games and the images thereof 
appearing on the first and second video display units are 
independent of each other. 
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A gaming machine 

Field of iDventioD 

The present invention relates to a gaming machine. More particularly, 
the invention relates to a gaming machine of the type generally referred to as 
a slot machine, a fruit machine or a poker machine. 

5 Description of the Prior Art 

Players who regularly play gaming machines quickly tire of particular 
games. It is therefore necessary for manufacturers of gaming machines to 
introduce innovative new game features or to provide new games. 
In recent years, the gaming machine market has experienced 

.0 considerable growth. Intense competition exists between manufacturers of 
gaming machines to supply various existing and new venues. Clearly, the 
revenue raised by an operator of a particular venue depends on the amount of 
money wagered. This is directly proportional to the popularity of a particular 
machine. Hence, when selecting a supplier of gaming machines, the operator 

.5 of a venue pays close attention to the popularity of the various games with 
their patrons and monitors the levels of interest which games attract and 
continue to attract. 

The two most popular types of gaming machines are either for 
electronically operated card games, such as poker and variations of poker, or 

!0 machines of traditional, and somewhat confusingly named, poker machine 

style (also commonly known as fruit machines or slot machines) in which the 
display means comprises a set of rotatable reels, each carrying a plurality of 
symbols, or a video simulation of rotating reels. 
Summary of the Invention 

-5 According to the invention, there is provided a gaming machine which 

includes 

a gaming console; 

a first video display unit on which a video simulation of a first game 
can be displayed housed in the console; 
^0 a second video display unit on which a video simulation of a second 

game can be displayed also housed in the console, the second video display 
unit being vertically disposed with respect to the first video display unit ; 
and 

a player input means and a control means arranged in the console for 
15 controlling images displayed on the first video display unit and the second 
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video display unit, game outcomes of the games played on the first and 
second video display units being determined independently of each other. 

Those skilled in the art will readily appreciate that, generally, a video 
display unit of a gaming machine is substantially rectangular in shape. By 
"vertically disposed" is meant that an upper, longer edge of the lower video 
display unit is closest to a lower, longer edge of the upper video display unit. 
Accordingly, in a slant-top machine, the first video display unit would be 
located closer to a player or patron than a second video display unit. 

The player input means may include a selecting means for enabling a 
player to select between playing one game and both games. The selecting 
means may be a switch. The switch may be a mechanical switch or a touch 
sensor of a touch screen. 

Further, the player input means may include sensors able to be 
manipulated by the player to select options in respect of each game. Each 
sensor may be a mechanical sensor in the form of a mechanical switch. The 
switches may then be arrayed in a keypad arrangement on a midtrim of the 
gaming console. Instead, the sensors may be touch sensors of a touch screen 
of one of the video display units, preferably, the first video display unit. 

The games played on the machines may be different types of games. 
For example, the first game may be a spinning reel-type game with a video 
simulation of spinning reels with the second game being a poker-type game 
with a video simulation of cards of a deck of cards. Then, each sensor of a 
first group of sensors may perform at least two different functions, one in 
respect of the first game and one in respect of the second game. For example, 
each sensor of the group may bet a predetermined number of credits per line 
for the first game or a predetermined number of credits per draws for the 
second game. These sensors may, in addition, perform a third function 
related only to the second game. This third function may be a "hold" 
function for holding selected cards of the game. 

Similarly, each sensor of a second group of sensors may perform two 
functions. Thus, each sensor may, in respect of the first game, govern the 
number of paylines to be played and, in respect of the second game, the 
number of draws to be made. 

It will be appreciated that, instead of two different games, the games 
could be of the same type with different criteria applied thereto. For 
example, both games may be spinning reel games. However, the number of 
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credits able to be bet per line in respect of the two games may differ. 
Similarly, the number of paylines applicable to the two games may differ. 
Then, the first group of sensors may govern the number of credits per line in 
respect of each of the games and the second group of sensors may govern the 
5 number of paylines to be played in respect of the two games. 

The video display units may be of a conventional size used in gaming 
machines. Hence, the gaming machine may be an upright machine and the 
second video display unit may be mounted in a top box of the gaming 
machine. Paytables, displaying various winning combinations for which 
10 prizes are paid on the games of the machine, may be carried on a belly panel 
of the console. 

The control means may include two controllers, one for each video 

display unit. Preferably, one of the controllers is a master controller with the 

other one being a slave controller. Signals from the selecting means and the 
15 sensors may be fed to the master controller which, in turn, may control 

operation of the second controller and, accordingly, a game played on. the 

second video display unit. 

Preferably, the game to be played on the second video display unit, i.e. 

the video unit mounted in the top box is a game that is popular with patrons 
20 for attracting patrons to the gaming machines. This may be particularly , 

advantageous where a new game is to be introduced on the first video display 

unit. 

In addition, the games to be played on the second video display units 
of a plurality of gaming machines may be linked. Then, to attract patrons, an 
25 animation could migrate between top boxes of linked machines as if looking 
for a gaming machine to which to award a feature. 

When both games have been selected by the player via the player input 
means, the control means may cause both games to be initiated at the same 
time, the control means inhibiting the commencement of further games on 
30 either the first video display unit or both video display units until said both 
games have been completed. 
Brief Description of the Drawings 

The invention is now described by way of example with reference to 
the accompanying drawings in which:- 
35 Figure 1 shows a perspective view of a gaming machine in accordance 

with a first embodiment of the invention; 
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Figure 2 shows a schematic, block diagram of a control circuit of the 
gaming machine of Figure 1; 

Figure 3 shows a perspective view of a gaming machine, in accordance 
with a second embodiment of the invention; and 
5 Figure 4 shows, in greater detaiL a keypad of the gaming machine of 

Figure 3. 

Detailed Description of the Preferred Embodiment 

Referring initially to Figure 1 of the drawings, reference numeral 10 
generally designates a gaming machine in accordance with a first 
10 embodiment of the invention. The gaming machine is an upright unit having 
a console 12 including a top box 14. 

A first video display unit 16 is mounted in the console 12 and a second 
video display unit 18 is mounted in the top box 14. 

The video display unit 16 has a video screen on which images of a first 
15 game 20 are displayed. The video display unit 18 has a screen on which 
images of a second game 22 are displayed. In this embodiment of the 
invention, both games 20, 22 displayed on the units 16 and 18 are of the type 
simulating rotating reels. Instead, as shown in Figure 3 of the drawings the 
game 20 is of the type simulating rotating reels, the other game 22 being of 
20 the type simulating cards of a deck of cards. 

Importantly, the games 20, 22 displayed on the units 16 and 18 are 
independent of each other. In other words, the result of the game 22 
displayed on the unit 18 does not influence the result of the game 20 
displayed on the unit 16 and vice versa. 
25 The playing of the games 20. 22 is controlled by a keypad or bank of 

buttons 24 housed in a midtrim 26 of the gaming machine 10. Button 24.1 is 
used for selecting the game to be played on the upper video display unit 18. 
The buttons 24 will be described in greater detail below. 

If a patron wishes to play both games 20, 22 of the machine 10, the 
30 appropriate number of bets needs to be made. The playing of both games 20. 
22 will be optional and at the discretion of the patron. 

Thus, the gaming machine 10 includes separate controllers, as 
discussed below, for each video display unit 16 and 18 which are responsive 
to appropriate manipulation of the buttons 24. 
35 The gaming machine 10 has a set of meters 28 common to both video 

display units 16 and 18. Hence, a first meter 28.1 indicates the credits 
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available to the patron as a result of previous wins and/or as a result of 
having been inserted into the machine 10 by the patron. The meter 28.2 
shows the bets made by the patron for a particular game or games and the 
meter 28.3 shows the amount won by the patron as a result of a winning 
5 combination of sjnnbols appearing on one or both of the units 16, 18. The 
meters 28 are incorporated in the screen of the video display unit 16. 

Paytables (not shown), displaying various winning combinations for 
which prizes are paid on the machine 10 for each game 20, 22 are carried on 
a belly panel 30 of the machine 10. 
10 If the patron is playing games on both units 16 and 18 and both games 

20, 22 result in a winning combination of symbols, the wins displayed on the 
meter 28.3 increments sequentially and game play resumes once the wins of 
both games 20, 22 have been displayed and credited on the credit meter 28.1. 
It is intended that, in use, should a patron wish to play only one of the 
15 games, that game will be the game 20 of the unit 16 with the patron having 
the option of playing the game 22 of the unit 18 only if the patron has 
selected to play the game 20. In other words, in order to play the game 22, 
the game 20 has to be played. The player selects game 22 by means of button 
24.1. 

20 Referring now to Figure 2 of the drawings, a control means or control 

circuit 40 of the gaming machine is illustrated. The control circuit 40 
includes a pair of controllers 42 and 44. Programs which implement the 
games 20. 22 are run on the controllers 42. 44, respectively. The controller 
42 is a master controller and receives inputs from sensors 46. If sensors 46 

25 are either associated with the buttons 24 or, instead or additionally, from 
touch sensors associated with the screen 16. The controller 44 is a slave 
controller, receiving commands from the master controller 42. 

The controller 42 also receives input pulses from a credit input 
mechanism 48. The credit input mechanism 48, which is housed on the 

30 midtrim 26 of the console 12, includes a coin input chute 48.1 (Figure 1) and 
a bill collector 48.2. The mechanism 48 may, instead of the coin input chute 
48.1 or the bill collector 48.2, or in addition thereto, be a credit card reader 
(not shown) or any other type of validation device. 

The controller 42 also drives a payout mechanism 50 which, for 

35 example, may be a coin hopper for feeding coins to a coin tray 52 of the 
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machine 10 to pay a prize once a predetermined winning combination occurs 
in respect of either the game 20 or both games 20, 22. 

As described in Figure 3 of the drawings, the game 22 played on the 
screen 18, in the top box 14, is a poker- type game as opposed to a spinning 
5 reel game shown in Figure 1 of the drawings. 

Referring now to Figure 4 of the drawings, the keypad 24 for the 
gaming machine of Figure 3 is described in greater detail. 

The keypad 24 includes a first button 24.1 which is a toggle button. By 
means of this button, the patron can decide whether or not to play the second 
10 game 22 in the top box 14. Hence, if the button is pressed a first time, both 
games 20 and 22 are played and. if the button is pressed a second time, onh'^ 
the game 20 is to be played. 

The button 24.2 is provided to allow the patron to commence a further 
game using the same criteria as a preceding game and/or bet. 
15 When a game commences on both displays at once, then no further 

games can be initiated on either display until both of those games have been 
completed. 

A button 24.3 is provided to allow the patron who has finished playing 
to collect winnings and to cause the machine to pay out any credits standing 
20 to that patron. A button 24.4 is provided to reserve the machine 10 for the 
patron. 

The keypad 24 includes a first group of buttons 24.5a to 24, 5e. Each 
button 24.5 of this group performs three functions. First of all. each button 
24.5 of the group governs the number of bets per line for the game 20 on the 
25 screen 16. Secondly, each button 24.5 controls the number of bets per draw 
for the game 22 on the screen 18. Also, in respect of the game 22, each 
button 24.5 functions as a hold button for holding one of the cards in the 
game 22. 

The keypad 24 includes a second group of buttons 24.6a to 24.6e. Each 
30 button 24.6 in this group performs two functions. In respect of the game 20 
on the screen 16, each button 24.6 controls a number of paylines which are 
activated. In respect of the game 22, each button 24.6 controls the number of 
draws to be made. 

In respect of the embodiment illustrated in Figure 1 of the drawings, 
35 each button of the group 24.5 may control a different number of credits per 
line which are bet in respect of each game, if applicable. The buttons 24.6 
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may cause a different number of paylines to be activated in respect of each 
game 20, 22. For example, the first game 20 may be a forty five credit 
maximum game and may have bets of one, two, three, four and five credits 
per Une and the option to select from one, three, five, seven or nine active 
paylines. The game 22 may be a two hundred credit maximum spinning reel 
game having buttons 24.5 controlling bets of one, two, three, five or ten 
credits per line and buttons 24.6 controlling the selection of one, five, ten, 
fifteen or twenty active paylines. 

Hence, it will be appreciated that if maximum credits are played on the 
first game and the second game, the cost for the game will be 245 credits 
which corresponds to 5 credits per line X 9 active paylines on game 20 plus 
10 credits per line X 20 active paylines on game 22. 

Similarly, for the game of Figure 3, if a maximum bet game is played 
on both games 20 and 22, the total credit deducted would be seventy credits 
being made up of, for the first game 20, five credits per line on nine lines 
and, for the second game 22, five credits per draw for five draws. 

It is also intended that the game 22 will be a popular game to attract 
players to the machine 10. This will benefit the venue since, in order to 
enable the patron to play the popular game, the patron will need to play both 
games of the machine 10. In addition, the provision of the popular game in 
an elevated position, ie in the top box 14, will have the effect of attracting 
players to a bank of the gaming machines 10. This has the added advantage 
that a familiar game in the top box 14 of the machine 10 will attract the 
player and new games 20 can be introduced on the video display unit 16 in 
the console 12 of the machine 10 to introduce the players or patrons to the 
new games and overcome resistance to new games. 

Further, to encourage play, top "reels" on the unit 18 can be spun 
continuously to show "missed wins". In addition, if the machines 10 are 
linked, an animation or other device could move between top boxes 14 of the 
linked machines as if looking for a feature to serve as a further inducement to 
players to play the machines 10. 

It will be appreciated by persons skilled in the art that numerous 
variations and/or modifications may be made to the invention as shown in 
the specific embodiments without departing from the spirit or scope of the 
invention as broadly described. The present embodiments are, therefore, to 
be considered in all respects as illustrative and not restrictive. 
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CLAIMS: 

1. A gaming machine which includes 
a gaming console; 

a first video display unit on which a video simulation of a first game is 
displayed housed in the console; 

a second video display unit on which a video simulation of a second 
game is displayed also housed in the console, the second video display unit, 
in use, being vertically disposed with respect to the first video display unit; 
and 

a player input means and a control means arranged in the console for 
controlling images displayed on the first video display unit and the second 
video display unit, game outcomes of the games played on the first video 
display unit and the second video display unit being determined 
independently of each other. 

2. The gaming machine of claim 1 in which the player input means 
includes a selecting means for enabling a player to select between playing 
one game and both games. 

3. The gaming machine of claim 1 or claim 2 in which the player input 
means includes sensors able to be manipulated by the player to select 
options in respect of each game. 

4. The gaming machine of claim 3 in which each sensor performs a 
different function in respect of each of the two games. 

5. The gaming machine of any one of the preceding claims where the 
games played on the two video display units are different types of games. 

6. The gaming machine of any one of the preceding claims in which the 
second video display unit is mounted in a top box of the console. 

7. The gaming machine of any one of the preceding claims in which the 
game played on at least one of the video display units is linked to games of 
other machines. 

8. The gaming machine of any one of the preceding claims in which the 
control means includes two controllers, one for each video display unit. 

9. The gaming machine of any one of the preceding claims in which, 
when both games have been selected by the player via the player input 
means, the control means causes both games to be initiated at the same time. 



01122B1A1 I > 



wo 01/12281 



PCT/AUOO/00946 



9 



the control means inhibiting the commencement of further games on either 
the first video display unit or both video display units until said both games 
have been completed. 
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